Figure 1 

100 Routine for Executing SIMD Instructions Using Graphics Technology 
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Read a Set of Multiple Data Into a Set of Texels 
Wherein One of the Texel Channels Is Dedicated for Data Storage 
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Identify Texel Addresses for Set of Texels 
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Receive Set of SIMD Instructions 
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Translate Set of SIMD Instructions Into Set of Graphics API Commands 
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Distinguish Set of Specific Data Needed for Set of SIMD Instructions 
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112 


Recall Identified Addresses of Texels 
Wherein Set of Specific Data Is Stored 
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Select Frame Buffer Pixels to Be Used to Support Set of SEMD 
Instructions 
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116 


Store Recalled Texel Addresses in Selected Frame Buffer Pixels 
Wherein One or More of the Pixel Channels 
Are Dedicated for Address Storage 
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Use Recalled Texel Addresses to Retrieve Set of Specific Data Into 

Selected Frame Buffer Pixels 
Wherein One of the Pixel Channels Is Dedicated for Data Storage 
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Perform Set of SIMD Instructions on Retrieved Set of Specific Data 
in Selected Frame Buffer Pixels 
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Store Results of Set of SIMD Instructions 
in Same Selected Frame Buffer Pixels 



Figure 2 
Texture Memory 
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Texture Memory 
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Frame Buffer 
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Figure 5 
Frame Buffer 
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Figure 6 
Frame Buffer 
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Figure 7 
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